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Welcome to RETROGAMER issue 
Nineteen. "N-N-N-N Nineteen. I wasn’t 
really sure what was goin’ on." 

A great piece of news recently was 
that the RETROGAMER web site (address 
above) has won an award. It’s the I.C.When 
Eye Site award. This is awarded to 
exceptional sites that support classic video 
games and computers. 

It really made my week when I 
heard that I had got it. The list of other 
winners includes the cream of all the retro 
sites out there, so I really am in great 
company. 

This issue doesn’t have a main 
feature just four smaller interesting articles - 
something for everyone. Thanks to Mat 
Allen, Tony Longworth, and Jonathan 
Dyton for their great contributions. 

As you can see I’m always 
welcoming new retro heads into writing for 
this magazine. If you feel you know a lot 
about a certain game or area please have a 
go a writing something down. Don’t worry 
too much about getting beautiful prose 
because, as editor, I will give it a polish 
before the world gets to see it. 


Note that I have a new e-mail 
address. Last month I went to log in to 
access my messages and was mysteriously 
denied access. I eventually set up another 
Hotmail account to get in touch with them. 
After about three weeks of trying to get 
more than an automated response from them 
I got a reply saying the account had been 
closed for a violation of their terms of 
service. What this was, was never specified 
but I could ring a transatlantic premium 
phone number to discuss the matter if I 
wished. 

The result of all this is that I have 
lost many messages, surely some business 
and a few weeks of annoyance without 
getting a good reason why. Needless to say I 
wouldn’t recommend using this company. 
Thanks to Jan Pleasance for being a great 
help while I was trying to get this all sorted. 

My new e-mail address is 
retrogamer@cableinet.co.uk 

"N-N-N-N Nineteen. Years after 
coming home, some of these veterans are 
still playing Pac-man". 

RETROGAMER is __ published 
every two months by Keith Ainsworth. All 


articles were written by him unless 
otherwise stated. RETROGAMER is 
copyright 1998 Keith Ainsworth. 


RETROGAMER costs £1.50 per issue with 
a subscription rate of £8 for six issues. 
RETROGAMER is available from 52 
Kingfield Rd, Orrell Park, Liverpool L9 
3AW. Cheques should be made payable to 
Keith Ainsworth. 





Jonathan Dyton 
néw continues his look at 
the C64 with more 


original games. 

You cannot talk about the 64 
without putting the Birmingham based 
licensing operation, US Gold, in there 
somewhere and that time has arrived. They 
imported and licensed loads of great games 
for the 64 and to a lesser extent the Afari 
800. They also converted many of these 
games to the other home computers of the 
era. 

US Gold handled the importing of 
most American software into this country in 
the 80’s (up until about 1987). They pretty 
much started it and it was their involvement 
that increased the 64’s sales dramatically as 
up to then the UK games produced hadn’t 
been that much kop to be honest. 


When Beach Head showed up, 64 
owners were treated to a display of graphics 
and action they’d never witnessed before. 
Here was a 64-only game that beat the 
Spectrum for graphics, sound and gameplay. 
It was the first No.1 for the 64 and things 
changed from that point. Smug Speccy 
owners finally noticed that the 64 had some 
great games and then the machine really 
began to take off over here in a big way. 

Beach Head belonged to the genre 
of games called "battle action" that is 
shoot-em ups based on military subjects 
with a small hint of strategy and realism 
involved. 

Raid over Moscow, Beach Head 2 
and Raid on Bungeling Bay are all fine 
examples of this type of game and all would 
have made good console hits. This type of 
game reached its current apex in the Desert 
Strike series of games and I would add to 
that Thunderhawk on the 16 & 32-bit 
consoles. They look good and play great. 

Now many US Gold games are not 
licensed arcade games but clones of popular 
ones of the time. Flak is one of the best of 
these, being a copy of Xevious and a good 
one at that. US Gold also handled the Sega 
games in this country that I mentioned 
previously and the likes of Synapse’s Fort 
Apocalypse, a game with some rough 
scrolling but one that was tough and fun to 


play. 





Beach Head - great animation, lots of 
variation and great to play © 





lode Runner 
I’ve often wondered what game 
programmers would have done without 
helicopter gunships to base so many 80’s 


games on. 
I’ve got to make honourable 
mentions to Broderbund’s Lode Runner, a 
great platform game and Sierra-on-Line’s 
BC’s Quest for Tires which were available 
over here, on the Software Projects label. 
Finally, one of the finest games 
EVER on any machine has to be Bruce Lee. 
It’s a two player 20 screen platform/fighting 
romp. The great thing is its two player 
simultaneous action - you can fight or help 
each other by taking hits for the other 
player. It’s a superb game and its also 
available for many other home systems (you 
may find it for the JBM on an Amstrad PC 
compilation) so this applies to all of you. 






















This game really broke new ground 
in my eyes. It deserves far more praise than 
many games that seem to hog the limelight 
as it’s actually stood the test of time and 
wasn’t hugely overrated at the time by a 
sycophantic press as happened with many 
games from certain British games houses. 
Cartridges - Many threatened few 
delivered. 

Commodore produced a range of 
cartridges for the 64 from 1982 to 1984. 
There were really only a few games that are 
of interest to us here. Gorf was an okay but 
unexceptional conversion of the arcade 
original (all versions of the arcade are 
crippled by not having the Ga/axian level in 
there) and Wizard of Wor a pretty fun 
version of the arcade game. Both of these 
were available over here, however apart 
from those two, only Omega Race and 
International Soccer will cause any ripples. 
Jupiter Lander’s fun, but I’m not really a 
fan. I like Sea Wolf but it’s a minority taste 
and hard to find. 

You'll find Activision released 
much of their stuff on cartridge but not over 
here. American traders can get you stuff like 
Pitfall, HERO, Decathlon and Space Shuttle. 
All top console games and all good, in fact 
enhanced conversions. 

Atarisoft games on cartridge I have 
3] found. I have a Moon Patrol 
that I bought over here in 
1986 at a Commodore fair. I 
also found Centipede on 
tape (came in a huge box!) 
and Battlezone. I know I’ve 
covered Atarisoft already, 
fepej DUt a favourable mention 
must go to Pac-man. It’s a 
class conversion but was 
hugely over priced. Atari 





Wizard of Wor - A Bally/Midway coin-op 
conversion. Play it 2 player for top fun. 

Most Parker Brothers games were 
on cartridge. Frogger 2 Three Deep is fairly 
rare on this system as well, but obtainable 
and Star Wars The Arcade Game is OK, but 
in my opinion, inferior to the Domark 
version produced four years later. James 
Bond 007 is one to look out for due to rarity 
(their Q*bert cart is great fun too - Keith). 
You may find that whilst these games are 
identical to their console brothers, they are 
easier to find and far cheaper also. 

Now, you can get on the 64, the 
classic platform game, Miner 2049er on 
cartridge by Big Five software (also released 
by Reston software). It’s rare as a cartridge, 
and you may have to settle for a tape or an 
import disk. If you’re serious about games 
then you have to have a copy of this. The 
same goes for its sequel, Bounty Bob Strikes 
Back. Much easier to obtain this one as it 
was released by US Gold in 1985. BBSB 
was available as a cartridge in the States 
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only, but I did see a lone import one a few 
years ago, so you never know. 

In 1990, Ocean produced a series 
of games for the Commodore GS console 
that are compatible with the 64. Chase HQ 2 
SCT is to my mind the best of these and fast 
fun it is too. They were expensive games to 
buy at the time and the Megadrive being 
imported in big numbers didn’t help much. 
There’s fun to be had at a reasonable price 
nowadays from this range which included 
Robocop 2, Terminator 2, Pang, Batman, 
Toki, Battle Command and Navy SEALS. 

The late 80’s and early 90’s I have 
to admit my interest in the 64 diminished a 
little later in the 80’s as I had to work for a 
living and to my mind, most of the software 
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Miner 2049er - not the first platformer 
(that was Space Panic) but a great cart. 


just didn’t have that indefinable something 
that GREAT software should have. Clones 
seemed to be the word. 

However one clone did get 
everyone’s attention especially the lawyers 
and that was the Great Giana Sisters by 
Rainbow Arts. It was a total and unashamed 
tip-off of Super Mario Bros. 

The big N went to court over this 
and got the game stopped, as did Activision 
over Katakis (again by Rainbow Arts) an 
R-type rip-off. 

R-type wasn’t any good as 
Activision had cocked up the conversion 
somewhat. It was later released in a different 
form under the name Denaris. 












: r ee Gceccececed 
Great (Super) Giana (Mario) Sisters (Bros) 

There were a good few conversions 
and consolesque titles around though. 
Atomic Robo Kid was a tidy game as was 
Mr. Heli, but neither were big hits. US Gold 
tried ambitious versions of Ghouls 'n Ghosts 
(brilliant), Strider (okayish) and a woeful 
Final Fight! 

They even converted a version of 
Street Fighter 2, with limited success. US 
Gold had converted a version of Street 
Fighter in 1988, and that was very bad. 

You would do better to seek out 
Ocean’s (under the Imagine label) Renegade 
series, a good set of Double Dragon type 
games that won acclaim from magazines 
everywhere. Double Dragon itself is best 
avoided and I’d avoid all three games, as 
they never did any of the arcade games true 
justice. 
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The best arcade conversion/console 
classic has to be the 1987 conversion of 
Bubble Bobble by Firebird (below left). 

To my mind this conversion is 
superb and that was reflected at the time in 
the ratings the game received from the press 
and the fee paying public who bought it by 
the bucket load. 

Small but perfectly formed 
graphics and accurate sound coupled with 
the most important element of all, perfect 
gameplay pushed this one to the top of the 
charts on any system it appeared on. 
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If I’m not careful this article will 
read like a list and not the intended 
argument for the 64 as a great undiscovered 
console. I’ve spoken enough about the late 
80’s as I think the 64’s golden moment was 
probably up to late 85 for console stuff as 
far as this article is 
m concemed. 

Much of the later 
stuff is excellent and well 
worth your time however, it 
may not be to your taste and 
that’s the thing with the 64, 
there’s something _—for 
everyone, even some 
Ultimate Play the Game 
stuff (their C64 games are 
hugely overrated). 

There are lots of 
different types of games 
such as the first wave of 





Most of the Ultima series is avaialable to 
disk drive owning C64 collectors 


Sierra adventure games and Lucasfilm 
adventures (Maniac Mansion and Zac 


McKraken). You can get Ultima PIRES 


games and most of the classic 
Infocom range is out on the 64 in 
disk only format. If you get lucky 
you may be able to see the 
amazing packaging some of their | 
products used to come in. Real | 
care used to go into those games 
and the 64 versions are as good as | 


any. 
e The thing is, the 64 is a | 
massively important part of | 


gaming heritage, but is ignored | 

over here as we all get too excited 

about the Atari machines or the 

first couple of years of Spectrum games, 
when the 64 is comparable and just as 
important and influential. 

Conclusion: 





Maniac Mansion - would you enter a 
spooky house with these three weirdos? 


Well I’ve gone on long enough. 
Quite simply, the Commodore 64 was one of 
the best consoles of its time. The fact that 
the machine came with a keyboard and you 
had to load the games in from tape or disk in 
most cases should not put you off owning 
one. It’s a very cheap machine to own and 
tun as anyone who can haggle can get a 
complete 64 setup and a pile of games for 
under £20. 

I haven’t really scratched the 
surface of what a 64 can bring to your door - 
explore a few rarity lists and see why it’s 
deserving of a place in any console or 
indeed computer game fans collection. 
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Jonathan Dyton has owned 
his C64for 15 years. He'd like to 
deat this article to his long 
suffeting Mother and Father, for 
tolerating his passion and more often 
than not, paying for it. He is salable 
on: jon @wibble.powernet.co.uk for 
any debate on this article. 
le also says sorry for any 
mistakes in this article, and welcomes 
anyone to write to him and "set me 
straight on a few things" 
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SPACE ROGUE by 
Mat Allen 

First there was Elite. Some time 
later there was Wing Commander. In 
between however, there was this. Released 
in 1989 by Origin, it was a sophisticated 
cross between space fighter, trader and RPG. 
And it worked... surprisingly well actually. 
Well enough for Zzap/64 to award it a Gold 
Medal. Well enough for it to consume 4 
weeks of my life in solving the problems. 
Welcome to the 
world of the Space 
Rogue. 

Similar to 
Elite, there was a 
smart package 
associated with the 
product. I guess they 
could afford to, as 
this was a disk only FF 
game. Besides the 
disk (yes, just one 
disk) you got a 
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command card; guide to 
your new ship; a_ short 
novella setting the scene; a 
map of the 8 known 
systems (the Far Arm); a 
flyer for a new game called 
"Hive"; and a cardboard 
i sheet with two cutout and 
fold ships from the game. 
mm Impressive! 

The time is 
approximately 400 years in 
the future. Man has spread 
out into the galaxies 
beyond and colonised. But 
pa the secret of lightspeed 
travel still eludes us. The 
only means of travel 
between nearby systems 
are via wormholes, 
dangerous places that 
sometimes swallow ships, but the only 
means to progress quickly. 

There are many "networks" of 
systems throughout the galaxy, but they are 
isolated from each other... until such time a 
way is found to speed between them. A 
reward has been offered to anyone 
discovering such a means. 

You are the son of a jeweller. Your 
father had hoped you would follow in his 
trade, but you always had your heart on the 
stars. 
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However your first assignment 
aboard a trading vessel resulted in disaster. 

You had been chosen to inspect an 
abandoned ship close to a wormhole. Upon 
entering, you discover nothing wrong and 
that the ship appears to be in perfect order. 
Suddenly from nowhere, ten Manchi ships 
emerged and destroyed the trading vessel. 
Manchi, large vociferous insect like 
creatures, are this 
game’s Thargoids. 

They fight to 
the death, and take no 
prisoners. Maybe 
they are angry? 
Maybe this is 
something you have 
to discover in your 
travels? The game 
"Hive" has you 
blasting Manchi scum 
on infected planets. 
Guess the Federation 
doesn’t like them. 
But why do they 
attack? All you’ve 
heard is that they don’t survive wormholes... 
you smile. 

You assess the situation. You have 
a decent, if underpowered ship. You have 
some trading knowledge from your father, a 
means by which to earn money and 
hopefully avenge your crewmates’ deaths. 
But that is all. You are alone, without a clue 





where to begin or what to do. Your ship 
indicates you are in the Karonus system. 

Fortunately there is a space station 
in the current sector, and from there you 
begin your adventure. First of all, you must 
pass your pilots license. Without it, you 
cannot become a trader. Once you have 
passed, you can set your sights on a small 
trading run between Karonus and Gryphon. 
Once more money is in the bank, you can 
upgrade your ship with better weapons and 
armour, and then spread out into the other 
six systems that make the small net you are 
part of. 

As you explore further, you 
discover all is not well. Pirates attack at 
regular intervals. Manchi appear from 
nowhere. Deception and subplots are rife. 
Somehow it is your destiny to right all that 
has gone wrong and discover the reason 
behind the Federation/Manchi conflict. 
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There are two distinct parts of the 
game: space flight and space station. In 
space flight mode, you have a window on 
the world viewing forwards. Other ships 
may appear and either fly by or attack you. 
There are several options available to you in 
times of conflict. First there are your lasers. 
You start with weak garnet variety, but can 


upgrade to beryl then 
sapphire. The best option are 
the particle beams; these are 
the same power as_ the 
sapphire but cut straight 
through shields and directly 
hit the armour plating. Your 
second option is missiles. These come in a 
number of flavours also. Plasma Torpedoes 
are straight fire and forget missiles without 
any guidance. SM-1s are heat seeking with 
more punch. Nova missiles are similar to 
SM-1s but with double the damage. 





Ship has arrived at GeEeli ama 





Four of these can take out any ship, 
even the Federation’s most powerful cruiser, 
the Titan. 

You have two methods of flight 
control to choose from. For beginners and 
those people who don’t want 
to think about things, there is 
Cruise control (nothing to do 
with Speed 2!). Your | 
thrusters will automatically 
steer you in the direction you 
point the ship. 

The other option is 
Newtonian control. This 
applies the principals of 
Newtonian motion; in other 
words, you will continue to 
move in a straight line until 
you directly apply thrust to 
change direction. This makes 
strafing easier as you can set 
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your direction and then just rotate the ship to 
keep your lasers pointed on the target. 

Your TAC will keep you informed 
of the status of the attacking ship, its 
armour, shields, weapons capability and 
how it is attacking. This can range from 
circle (circle to avoid fire), close (flyby 
attacks) to the obvious ram! 

Of course, the nature and difficulty 
of the attack depends on the lifestyle you 
choose for yourself. In the beginning, 
trading is the only way to earn money. Later, 
when the ship has been upgraded, you could 
try either piracy or bounty hunting instead. It 
is your decision, but obviously the 
Federation’s ships will be after you if you 
attack innocent traders, whilst the pirate 
ships will be out in force if you start hunting 
them down. 

Assuming you make it to a space 
station, what then? This is where the second 
part of the game comes in, as you explore 
each outpost. 
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The first thing on the 
agenda is to buy and sell your 
wares. These range from 
computers to food, and | 
include some "illegal" items. 
You can carry these, but risk 
detection on entering a space 
post (and having your cargo 
seized). Still, it pays well. 
You can upgrade 
weapons, shields and armour 
to keep you alive. There are fs 
bars to chat and drink at, plus | 
many secret areas to search | 
for clues. Just stay alive huh? 
There’s a rumour one outpost is abandoned 
after a monster went loose there. 

Small subplots emerge when you 
meet certain people. An excitable girl tells 
you about the new game called "Hive"; a 
droid is lonely because he is missing his 
mate; a scientist is experimenting with 
words on aliens. All come together to create 
a believable atmosphere. You can try 
finding the Duchess Avenstar, ruler of one 
sector of the galaxy, but is there more to her 
than meets the eye? If you choose pirating 
ways, then it would be a good idea to locate 
Mr. Gut. He will tell you to go prove your 
worth... by destroying a Titan! Succeed and 
who knows where you will go? 

As time goes on, as you explore 
more and research, you discover there is a 
reason behind the Manchi attacks, and it 
involves going to their world. But without 
known means of travelling that fast, how can 
you possibly get there? All will be revealed 
in the world of the Space Rogue... 

So what is there to say about the 
game itself? The first thing you notice are 
the graphics. Better than Elite in every way, 
though not quite as fast as those in 
Mercenary. But then, these are filled in, and 
they shift. Certainly I was impressed. 
Everything else is functional, but clear, 
allowing you a clear perspective on what the 








situation is. Sound is sparse but distinct, 
lasers firing, ships exploding and so on. 

But it is the whole atmosphere and 
environment of the game that drew me in. 
You almost feel as if you are part of the Far 
Arm, travelling the lanes, fighting off pirates 
and making your living. And then you have 
to think laterally round some of the 
problems that you face. Consider your 
options and decisions wisely, for there is 
often no second chance. You should upgrade 
your ship as quickly as possible, for these 
are dangerous times, and who knows what 
lurks out there. 

Compared to Elite there are very 
few systems to explore, but there is more to 
them usually than just the outpost. There are 
secrets to be found and deals to be made. It 
will take ages to figure out everything. This 
is one of the C64’s classic disk only game 
brigade and no questions asked... 








Now we. continue 
the RETROGAMER look 


at = Atari from 


Activision. 

Before I start I must mention the 
dark spots that are often seen on their labels. 
I’ve opened up boxed carts that were shrink 
wrapped in 1982, never been touched by a 
human hand, but still show this. The reason 
must be either the corrosive glue or the 
quality of the labels. This occurance has 


carts 


been named Acti-plaque by 1990's 
collectors. 
Dolphin (above) is a_ rather 


curious game that has you guiding a 
dolphin through gaps in schools of 
seahorses. I reckon the designer came up 
with this idea after spending too much time 
in the sun. Heavy concept, man. 

The main task is to kill the 
monstrous squid which is forever chasing 
you. You do this by jumping out of the 
water and touching the magical seagull as it 
flies by. The squid can then be finished just 
by touching it. 

You find the gaps in the lines of 
seahorses by listening for tones. There are 
only ever five levels of gaps and five tones 
to match each. The first thing you must do 
is leam which goes with which. Catching 
waves helps you maintain your distance 
from the pursuing squid. Waves are 
signified by arrows that move across the 








screen. They can go your way and help 
speed you up or against you and slow you 
down. 

Dolphin has excellent graphics (the 
dolphin and the squid are two of the largest 
graphics ever seen in a VCS cart) and is 
stuffed full of original concepts. 
Unfortunately none of this makes it a fun 
game to play. Years before Ecco but no 
match for it’s gameplay. 

Seaquest, Oink! and Dolphin all 
had a recommended retail price of £29.95 
when they hit British shops in the 
summer of 1983. The initial low price of 
Activision carts had disappeared as soon as 
the company got established. 

Keystone Kapers casts you as a 
keystone cops period policeman with your 
truncheon in your hand. You are Keystone 
Kelly - a real clichéd Irish stereotype in 
the original manual. "Leaping 
Leprechauns", says the manual. Interestingly 
the instructions for the European version 
were re-written and toned this aspect down. 

You have to catch up with Harry 
Hooligan (who helpfully is wearing a stripy 
prison pyjama outfit) within 50 seconds. 
He has broken into Southwick’s department 
store and is escaping to the roof. 

Viewed from the side (below) the 
game shows you the floors of the store and 
a little radar giving the position of Harry. En 
route you take lifts and escalators to 
progress to the same floor as him. There 
are obstacles on the way to be ducked or 
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jumped over but these don’t really add 
enjoyment to this pointless game. 

Enduro is a first-class racing 
game that gives you a challenging aim to 
achieve. The game is split into days of 
play. You have to pass a set number of cars 
(200 at first rising to 300) to qualify for the 
next day. You can take your car up to 
ridiculous speeds but risk crashing and then 
watching the other cars, that you then have 
to pass again, whizz past you. 

Throughout the day, the colours of 
the horizon and the track change to signify 
the passing of the hours. The track twists 
and turns and there is even an icy section 
which makes the steering sluggish. 

The sound (though it had been used 
in Dragster and Grand Prix) is excellent 
with really gruff and throaty noises as 
you speed up through the gears. 

The sun sets and now the 
challenge is even harder. First you only see 
tail lights, then a mist seems to draw in 
reducing visibility even more. It is a brave 
driver who continues at his normal speed 
with these cars appearing out of the dark. 

Day breaks and a bleeping sound 
tells you your time is nearly up. This often 
leads to suicidal last minute bids to make it. 
Make the grade and there are an increased 
number of cars to pass, often more 


awkwardly positioned. Enduro 
has to be one of my all time 
favourite Atari carts. It knocks 
VCS Pole Position into a hat. 
I’m still trying to complete five 
days and get my "Roadbusters" 
badge but having loads of fun 
trying. 

Enduro was the last 
Activision cart to receive a 
UK advertising push behind it. 
Several magazines carried full 
page ads in the run up to Xmas. 
The game scored 4,5,4,5 (out 
of 5) in the review in C&VG’s 
September 1983 issue. The readers of TV 
Gamer magazine went so far as to vote 
Enduro the best driving game of 1983. Its 
coder, Larry Miller, should be proud. 

Plaque Attack is simply a 
reworking of the code for Megamania by 
the original’s author. This time you are a 
tube that shoots toothpaste at the unhealthy 
junk food that attack your teeth. Their 
formations move in ways familiar from 
Megamania. 

"This is Plaque Attack, by cuspid, 
the last stop before gum city!" says the 
manual wittily 





VIDEO GAME CARTRIDGE — 





Plaque Attack (above) has some of 
the dynamics of Missile Command as you 
protect the teeth like cities and gain bonus 
teeth for surviving waves of gunk. The cart 
wasn’t a big success (rightly so) but 
Activision didn’t let it get them down in the 
mouth. 

Robot Tank is Activision’s answer 
to Battlezone. In the home conversion 
stakes it beats it hands down. 

Divisions of Robot Tanks have 
gone haywire and are heading for San 
Francisco destroying everything in their 
path. You control a remote tank and 
attempt to stop them. Your have a radar to 
help keep track of the enemy. Tanks can 
be taken out with one (steerable) shot. But 
they also fire back and varying weather 
conditions hamper the visibility and your 
tanks performance. 
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As the simulated hours pass night 
falls. The enemy appears out of the gloom 
and shoots. Use of the radar is your only 
protection. As day breaks you may get rain 
or snow, each hampering the tank’s 
controls. 

Sometimes a hit doesn’t destroy 
your tank but instead disables some property 
of it. The video (your view) can be 
sporadic, damaged cannons might not fire 
each time, radar can be knocked out and 
damaged tank treads bring you to a crawl. 
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Each of these is serious alone but 
if you have two areas ’out’ your days are 
numbered. Alan Miller obviously took a lot 
of care over the graphics and 
sound. The only negative 
aspect of this game is that 
you spend a lot of time 
looking at the little radar 
rather than the main screen. 
Other than this being in the 
heat of battle is great fun. 

Robot Tank was the 
first Activision cart to use an 
8K chip. It also has the 
distinction of being the only 
common VCS cart that is not 
compatible with the Atari 
7800 console. 
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Decathlon - claimed to have been 
designed before Track and Field - for sure! 

Crackpots is a rather pointless 
game where swarms of bugs are crawling 
up from the sewers and heading for the 
windows of your apartment building. You 
throw potted plants (the crackpots of the 
title) from the roof to crunch the little 
beasties. What a creaky game idea! 

When six bugs get past you and 
enter the building they destroy an entire 
level of the building dropping you closer to 
doom. Inevitably there are bugs of different 
colours that move in various ways. But 
baSically, the game sucks. 

The Activision Decathlon is a rip 
off of Konami’s Track and Field. With up 
to four human competitors you tackle the ten 
events. 

The game is of course a joystick 
waggler. Most events need 
you to move the joystick left 
and right rapidly (to build up 
power on the speed gauge) 
then press fire to jump, 
throw, hurdle or vault. 

The graphics of the 
athlete’s are large and 
smoothly animated. It’s fun 
up to a point but the final 
event, the 1500m race, is just 
stupidly long. If you like the 
genre, you’ ll enjoy this. 

Computer & Video 
Games magazine awarded 





this cartridge 4,3,4,5 calling it "a real winner 
of a game". But to put the timescale into 
perspective, this cart arrived in the UK at 
the start of 1984. Why pay £29.95 for this 
cart when games like Daley Thompson’s 
Decathlon, Manic Miner and JetPac were 
under six pounds? 

Frostbite casts you as Frostbite 
Bailey in the arctic. The box describes him 
as, "Part survivor, part architect, part 
nuts". He builds igloos for a living. 

Using elements of Frogger he 
jumps across ice flows adding one block to 
the igloo with each jump. Once the igloo is 
complete you have to reach it and jump 
through the entrance to complete the level. 
A timer is present in the form of the 
temperature. If it reaches zero you’re a 
popsicle. 

On the ice fish can be collected for 
extra points. The other baddies however 
(Alaskan king crabs, snow geese and killer 
clams) will drive you into the water upon 
contact. On later levels a polar bear patrols 
up and down the ice bank. It’s great fun as 
you dive back and forth around the bad 
guys. 

Frostbite was a return to form for 
Steve Cartwright. It is speedy, addictive and 
full of cute touches and characters. C&VG 
gave it 3,3,3,3 in May 1984, more next time 










Tony Longworth 
now has a Mysterious 
Adventure. 


It was the early eighties and I was 
rapidly approaching my teenage years. 
Armed with my trusty Atari 400, the world 
looked a new and exciting place. On a 
particularly cold January morning, I found 
myself standing in the local computer store 
with a quantity of money burning a hole in 
my pocket. I stood before the Atari section 
of games software, eyes wide taking in all I 
could about the colourful boxes on display. 
All the old favourites were there along with 
newer titles I had read about. Just which 
game should I buy? 

Then my eyes fell upon a strange 
looking box that looked like no other. It was 
polystyrene and had blue paper wraparound 
covering the front and back. The word 
CIRCUS was written in large white letters 
across the top and Channel 8 Software was 
written just beneath. Below this was a 
picture depicting a frightened man fleeing 
from an imposing big top. 

He was in what appeared to be a 
country lane in the dead of night. He held a 
fuel can in one hand and behind him was a 
car, presumably out of fuel. 
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Below this on a 
white angled strip were 
the words Mysterious 
Adventures #7. 1 flipped 
the package over and read 
the brief synopsis on the 
back. 

"Your car has 
run out of petrol on a 
lonely road miles from 
habitation. As you trudge 
reluctantly down the road 


suddenly confronted by 
an amazing sight... in a 
nearby field is a huge circus tent! But this is 
no ordinary circus as you will soon 
discover..." 

At that moment I just knew I had to 
have this game. I hurriedly bought it and as 
the shop assistant handed me my change, he 
said with a wry smile, "this will keep you 
busy for a while". Getting home seemed to 
take an age that day, but once there I 
scurried into my room, slammed the cassette 
into the cassette recorder and proceeded to 
load the game. After a painful fifteen 
minutes wait, the game was loaded and my 
first thoughts were, what the hell is this? 
Words? I’ve got to type things in? HELP! 


in search of help you are 





elcome to MYSTERIOUS ADVENTURES. . 
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After my initial disappointment, I 
decided to read the instructions. Hmm, so in 
this game the computer acts as a kind of 
guide and by typing in simple two word 
verb/noun phrases at the What Now? 
prompt, I can tell the computer what I wa: 
it to do and guide it through the quest ahé ? 
Words like TAKE, EXAMINE, THROW,¢* 
DROP and INVENTORY can all ‘be uséd* 
and I can move around the vari 
using N, E, S, W, U and D, tog 
direction of North, ri 


and Down respectively. 
Adventure ae yee t e 
to me and altho: tet about the: 
had never oes ci tb So 
with my rey, ‘7 


aie ee 


line pais 


ge; t down 
a 


ee Sons of a one 
are in, any of 


oO aS trent location you 
iat location and 
available pei ANS this information is 


displayed in a static section that takes up 
about a quarter of the top of the screen. 
Below this at the bottom of the 
screen is the What Now? prompt where 
you type in your commands and the 
computer prints a relevant reply to your 
action. This section of the screen scrolls 
under the static top section so you can see a 
handful of your previous commands. The 
game contains numerous locations to 
explore, loads of fiendish puzzles to solve 
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and a definitive goal to reach - all this in 
only 16k of memory, an amazing feat in 
itself, But the even more amazing thing was 
that solitary line of description text. 

Read it on its own and it’s just a 
brief, uninteresting line of text, but 
experiencing it after firstly reading the 
background story and then playing the 
game, that line of text would magically 
transport you to that eeridgshaunted circus 
top, fearing your next om would be your 
last, desperately hi hat one day you 
would be oy tg" ve seeps tortured 
souls tray ped pie nd t wasn’t just 
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alttiaiys [found it quite difficult to 
efpretsé SO) menor my intended actions in a 
vedsjesin ig It certainly does take a lot 
of get ifg>used to, but with perseverance I 

nih thinking of all my actions in a 
verb/noun format and then I really began to 

I’d spend hours playing the game, 
desperately trying different things in the 
hope of one day completing it. After 
extended sessions of Circus, unable to think 
of how to get past a certain obstacle, I would 
save my progress to a blank cassette. 


Then about half an hour later, 
inspiration would strike and I’d scramble to 
my computer, load up the game and fifteen 
minutes later I would be frantically typing 
away once again, praying that I had 
successfully thought of a solution to one of 
the many puzzles. 

This went on for about a month 
before I finally completed Circus and what a 
feeling of achievement I got once it was 
complete. Looking back now, the game isn’t 
too difficult, but being a first time 
adventurer I had a lot to learn and Circus 
certainly did give me a good introduction to 
the world of adventure games. 

So I’d completed Circus and my 
life felt empty. What was I to do? Buy the 
other ten games in the Mysterious 
Adventures series, that’s what! 

And so by the end of that year I 
owned the entire Mysterious Adventures 
collection and sleepless nights had become 
commonplace. 

The Mysterious Adventures series 
were designed and programmed by Brian 
Howarth. Some of the adventures were 
co-written by other people (see later). They 
were available for most of the popular 
computer systems of the time - Atari, 
Commodore 64, Spectrum, BBC, Oric, 
Dragon 32, even the CGL/Sord M5! 

Here’s a brief rundown of the entire 
range of Mysterious Adventures. 
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#1 The Golden Baton 

The Golden Baton, a priceless 
artifact, has been stolen from the palace of 
King Ferrenuil. It is believed that the Baton 
possesses magical powers that maintain the 
equilibrium between good and evil in the 
land. As the kingdom begins to feel the 
effects of drought and pestilence, you set out 
on your mission to recover the stolen 
Golden Baton. 


#2 Arrow of Death Part 1 





Hast NOW? GIVE COINS 


Although the Golden Baton has 
been recovered and returned to its rightful 
place in the throne room of King Ferrenuil, 
all is not well. The Baton has become 
tarnished and seems to be the cause of 
gloom and despair that is settling over the 
land. Can you discover the vital components 
to make the Arrow of Death which can 
destroy this evil influence? 

#3 Arrow of Death Part 2 

After completing part 1, you now 
possess the relevant items to construct a 
magic arrow that can destroy the evil 
mastermind that has corrupted the Golden 
Baton. Unfortunately, the only man who can 
forge such an item has been kidnapped. You 
must find him and hopefully rid the 
kingdom of this evil once and for all. 

#4 Escape from Pulsar 7 (co-written by 
Wherner Barnes) 

You are the lone survivor on the ill 
fated space freighter Pulsar 7. On a routine 
mission to the Xanotar system you are given 
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A ae in The Time Machine 


a cute creature from an intergalactic zoo as 
part payment for the delivery of Redennium 
ore. On the return journey to earth, the 
creature is mutated by the remains of the ore 
and turns into a hideous monster killing all 
the crew members except for you. Will you 
be quick and cunning enough to make it to 
the shuttlecraft and escape before you end 
up as the creature’s next meal? 

#5 Feasibility Experiment (co-written by 
Wherner Barnes) 

Super intelligent beings from 
arfother dimension have snatched you from 
your slumber and are intent in using you as a 
human guinea pig in their experiment. Can 
you satisfy their craving for life force and 
live up to the image of Alexander the Great? 
Can you survive the Feasibility Experiment? 
#6 The Time Machine 

Being a young and eager reporter 
for the Tulkingham & Dunsby Gazette, you 
have been sent on assignment to the foggy 
moors to investigate strange goings on in the 
old manor house recently purchased by a 
Doctor Potter. Reports of strange lights and 
weird noises abound, but just what secret 
does the manor hold? 

#7 Circus (co-written by Wherner Bares) 

With your car out of fuel, you find 
yourself stranded on a dark country lane. 
You set off on foot hoping to find a remote 
farmhouse or village but instead and to your 
surprise you find a huge circus tent pitched 





in a field in the middle of nowhere. You can 
hear all the familiar sounds of the circus as 
you wander toward the gate leading into the 
field. As you open the gate, all sound 
suddenly stops. This is no ordinary big top 
as you will soon discover during the long 
night ahead. 

#8 The Wizard of Akyrz (co-written by Clif 
J.Ogden) 

Twice his plans to destroy the 
fabled Golden Baton have been thwarted by 
a mere mortal, but this time the wizard of 
Akyrz was sure his new-formed plan would 
work. Taking on an earthly form, the wizard 
was ready to destroy this mortal who had 
been instrumental in his earlier downfall. 

#9 Perseus and Andromeda 

You are Perseus, son of Zeus and 
Danae. In order to protect your mother from 
the amorous advances of King Polydectes, 
you must bring back the head of Medusa the 
Gorgon, a hideous creature whose very stare 
can turn a man to stone. 

#10 Ten Little Indians 

Your quest begins on a train 
travelling to the mansion of the recently 
deceased Major Johnston-Smythe. In order 
to make it virtually impossible for anyone to 
inherit his fortune, the Major put all his 
money into gold and had a golden idol 
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forged which he then hid. He then had 
another ten worthless idols cast as red 
herrings and hid them as well. Can you find 
all eleven idols and become rich beyond 
your wildest dreams or will death be your 
only prize? 
#11 Waxworks (co-written by Cliff J.Ogden) 

After an exhausting day walking 
round the local waxwork museum you 
decide to take a breather and before you 
know it, you are fast asleep. You wake with 
a start and to your horror, you discover you 
have been inadvertently locked in the 
museum. As the midnight hour draws near, 
the strange exhibits mysteriously come 
alive. Can you escape? 

Updated versions of all eleven 
Mysterious Adventures were later released 













containing simple line graphics. These were 
available for the Commodore 64, Spectrum 
and Dragon but the basic graphics added 
little more than novelty to these already 
excellent games. 

Three new Mysterious Adventures 
were also announced. Mid-winter, Beyond 
the Infinite and After the Fire all sounded 
excellent adventures but they never saw the 
light of day. 

I suppose that shop assistant was 
right on that fateful January morning - 
Circus certainly did keep me busy and it also 
opened up a whole new world of gaming 
that I had never experienced before. 
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If you’ve never experienced 
Mysterious Adventures, make an effort and 
hunt them down. There are numerous sites 
on the Internet containing the data files of 
these adventures that can be downloaded 
and run under emulation or you can play 
them on-line at... 

http://snowcrash.cymru.net/ 
~alan/Mysterious.html 
So don’t dawdle, get down there now and 
see what I’ve been going on about. 

So you might be wondering what 
became of me after completing all eleven 
Mysterious Adventures? Adventure 
International, Level 9, Infocom and 
Magnetic Scrolls adventures all lay ahead of 
me on that lonely, winding road known as 
adventuring. But that’s another story (and 
quite possibly another few articles). 


